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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO ’ HARDWARE 
S /STEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING ■ Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games 
even if they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game 

* Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptom 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen 

3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room. 

5. Take a 10 to 15 minute break every hour 


AWARNING • Repetitive Motion Injuries and Eyoslrnln 

Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 

• Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

• Take a 10 to 15 minute break every hour, even if you don't think you need it. 

• If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

• If you continue to have sore hands, wrists, arms or eyes during or after play, st< >| 
playing and see a doctor. 


AWARNING - Electric Shock 


To avoid electric shock when you use this system: 

• Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

• Use only the AC adapter that comes with your system. 

• Do not use the AC adapter if it has damaged, split or broken cords or wires. 

• Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

• Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 


The Nintendo GameCube is a Class I laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 

Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 



To reset the controller, release all buttons and 
sticks to allow them to return to the correct 
neutral position, then hold down the X, Y and 
START/PAUSE Buttons simultaneously for 3 
seconds 


Control 
Stick C Stick 


L Button 


R Button 

♦ 







































The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying video 


l( (Nintendo) ) 

Seal^ 

game systems , accessories , games 
and related products. 


Nintendo does not license the sale or use of products without the Official Nintendo Seal. 



THIS GAME SUPPORTS 
GAME PLAY WITH ONE 
PLAYER AND CONTROLLER. 


THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS. SETTINGS 
OR STATISTICS. 


THIS GAME SUPPORTS 
SIMULTANEOUS GAME PLAY 
WITH ONE. TWO. THREE OR 
FOUR PLAYERS AND 
CONTROLLERS. 


IMPORTANT LEGAL INFORMATION 

Copying of any video game for any Nintendo system it illegal and Is strktly 
prohibited by domestic ond international intellectual property laws. 

"Back-up " or "archival” copies are not outhoriied ond are not necessary to 
protect your software. Violators will be prosecuted. 



This video game is not designed for use with any unaulhotlred topytng 
device or any unlicensed accessory. Use of any such device will invalidate 
your Nintendo product warranty. Nintendo (and/or any Nintendo licensee or 
distributor) is not responsible for any damage or loss caused by the use of 
any such device. If use of such device causes your game to stop operating, 
disconnect the device carefully to avoid damage and resume normal game 
play. If your game ceases to operate and you have no device attached to it, 
please contact the game publisher’s 'lechnical Support" or "Customer 
Service " department. 


The contents of this notice do not interfere with your statutory rights. 


LICENSED BY 

(Nintendo) 


This booklet and other printed materials accompanying this game are 
protected by domestic and international intellectual property laws. 


NINTENDO, NINTENDO GAMECUBE AND THE OETKIAI. SEAL ARE TRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED 
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BRSIC COnTROLLER OPERRTIOn 


This game can be played as a single player game or 
with up to 4 players. 

L Button R Button 



+Control Pad C Stick 


Control 


Button 

Button 

Button 

Button 

Button 



Mode Selection 

When you press START/PAUSE on the Title screen, the game modes will be 
displayed on the screen. (Please note, only Story Mode is available when 
starting the game for the first time. All other modes can be opened by 
completing various tasks throughout the game.) 

Select the mode you want to play with the Control 

Stick or +Control Pad, and confirm by pressing the A Button. The following 

game modes are available (once they are unlocked): 

• Story Mode (Page 12) 

This mode replays visual scenes and battles and proceeds through the game. 
In this mode the following 4 additional modes are available: 

Main Story: Play as Kiyo and Zatch in the main story of this title. 

Zatch’s Diary: In this mode, experience Zatch’s daily life. Play as Zatch in 
this mini game. 

Stage Select: In this mode, you can freely select the stages that have been 
cleared in the Main Story. 

Continue: Resume from a previously saved point in the Main Story. 


• Vs. Mode (Page 13) 

In this mode, 1-2 players select a character and battle. 

• Arcade Mode (Page 14) 

In this mode, you select the character you want to play and battle with the 
enemy. There are 8 different enemies that vary according to your character. If 
you defeat them, you can view the ending for the character you have selected. 

• 4 Player Battle (Page 15) 

This mode allows you to play with 1-4 players. 

• Mini Games (Page 15) 

It is possible to play 7 types of mini games in this mode. 

• Gallery (Page 16) 

Here you can enjoy visuals and sounds for the characters, stages, and more. 

• Option/Password (Page 17) 

Here you can change each of the settings in the game. You can also enter 
passwords as well. ^ j i 

































LUHEn nnuinc ns mud (Human) 


Control Stick/+Control Pad Character movement 


X Button Initiates 2nd Level Spell (Defensive Type) 

(However, when playing in the Main Story, this 
cannot be used until you are able to use Rashield) 

B Button Direct attack 


Y Button Jump 

(If you jump while the spell gauge is charging, 
you can cancel the spell) 

A Button Initiate spells 

(Press and hold then release to initiate spells. Spells 
change based on the length of time the Button is 
pressed. If your release timing is too slow then spells 
will not be initiated)/skips opening visual scene 

START/PAUSE Pause Menu display/Skips opening visual scene 


L Button Displays Target Marker while pressed 

(Use Control Stick or + Control Pad to change 
target while Target Marker is being displayed) 


R Button Dash 

(Dash instantly. Player is invincible while in mid-dash) 


C Stick Down Turns AUTO function ON and OFF during Camera View 
2 and 3 only (AUTO function: This is the function that 
automatically locks on to the enemy and shows the 
book that the player drops on screen) 


Z Button Change operable character 

C Stick Left/Right Rotate camera 

C Stick Up Change Camera View 

(1 is automatic view, 2 is fixed low-angle, 
and 3 is fixed high-angle) 


A 



LUHEn puuunE ns zrtch (mnmoDO) 


Control Stick/+Control Pad 

X Button 

B Button 
Y Button 

A Button 


START/PAUSE 
L Button 


R Button 


C Stick Down 


Z Button 
C Stick Left/Right 
C Stick Up 


Character movement 

(For Zatch only, if you press and hold the 
+Control Pad, this will Initiate a 3 second Zatch run) 


Initiates 2nd Level Spell (Defensive Type) 
(However, when playing in the Main Story, this 
cannot be used until you are able to use Rashield) 

Direct attack 


Jump 

(If you jump while the spell gauge is charging, 
you can cancel the spell) 

Initiate spells 

(Press and hold then release to initiate spells. Spells 
change based on the length of time the Button is 
pressed. If your release timing is too slow then spells 
will not be initiated)/skips opening visual scene 

Pause Menu display/Skips opening visual scene 

Displays Target Marker while pressed 
(Use Control Stick or + Control Pad to change 
target while Target Marker is being displayed) 

Dash 

(Dash instantly. Player is invincible while in mid-dash) 

Turns AUTO function ON and OFF during Camera View 
2 and 3 only (AUTO function: This is the function that 
automatically locks on to the enemy and shows the 
book that the player drops on screen) 

Change operable character 

Rotate camera 


Change Camera View 

(1 is automatic view, 2 is fixed low-angle, 

and 3 is fixed high-angle) 



































Health Gauge This displays the physical health of the mamodo and 

the partner. It will decrease when the mamodo or 
the partner sustains damage, and when the gauge 
reaches zero the battle is over. On the other hand, 
the player wins if an opponent’s physical health 
reaches zero. 


Time Remaining This is the time remaining for the battle. When it 
reaches zero the battle is over. 


Spirit Energy Gauge This is the gauge that displays “spirit energy," 
which is necessary for initiating spells. This 
decreases every time spells are used, and if there 
is not enough “spirit energy" necessary for spells 
then it will not be possible for the player to 
initiate these spells. During a battle, “spirit 
energy” is regenerated gradually, and when you 
are controlling the mamodo this regeneration is 
accelerated. When controlling the partner, this 
regeneration will be somewhat accelerated when 
you stop moving. 



ISP - 

|Mr Unleashing Spells (A Button) 


When you press the A Button, the mamodo will 
unleash its spells. The level of the spell will change 
according to how long the Button is pressed. When 
you press and hold the Button, a spell gauge will be 
displayed on the screen, and the star mark on the 
gauge will build up. Release the Button when you 
want to, and the point where the mark is filled up is 
the spell level that will be unleashed (If there are 3 star 
spell level will be level 3). 



marks built up then the 


Unleashing Level 2 Spells 
(Defensive) (X Button) 




When you press the X Button, the mamodo will 
unleash the level 2 spell (Defensive Type) it 
possesses. 

*lt is also possible to unleash level 2 spells 
using the A Button. 



" Direct Attacks ( B Button) 


When you press the B Button, you can unleash a 
direct attack. When playing as a partner, there is the 
"Book Smack" (A movement in which the opponent 
partner’s spell book gets smacked away), and when 
playing as a mamodo, you can perform the basic 
direct attack at both the opposing mamodo and 
partner. 

*With a mamodo's attack, it is possible to cause damage to the opponent 
partner and mamodo, but when playing as a partner it is not possible to 
cause damage to the opponent mamodo with the “Book Smack." 



Jump (Y Button) 




m 



Use the Y Button to make the character jump. Also, 
if you jump when your spell gauge is filling up, this 
will cancel the spell. 



















































DIFFERE/ICES BETUJEEn P LRU MG 

PRRT/1ER RFID mnmDDO 
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The following are distinct characteristics for playing as a partner or as 
a mamodo. Use these characteristics well to achieve victory in battle. 


Partner Characteristics 

Mamodo Characteristics 

Mamodo will follow the partner. 

The partner does not move from the spot 
where the player switched into the mamodo. 

Spirit energy gauge regeneration 
is slow (Regenerates somewhat 
faster when character stands still). 

Spirit energy gauge regeneration 
is swift. 

Attack power of spells is higher than when 
playing as a mamodo. 

Attack power of spells is lower than that of 
the partner. 

Faces towards enemy mamodo when firing 
off spells. 

If the partner sustains an attack, 
the spell book will be dropped 100% 
of the time (for u Normal n and “Hard” 
level of difficulty only). 

Depending on the mamodo’s parameters, 
the mamodo will guard against attacks, 
make the same movements as the partner, 
and so on. 

Possible to fire off spells in any direction the 
player likes. 


When initiating spells, it takes some 
time until initiation because the 
partner is being called up. 


-r 1 


Dash (R Button) 




When you press the R Button, the character will 
dash instantly. The player is invincible while 
dashing. 



Partner Change (Z Button) 


Using the Z Button, the player can switch back 
and forth between the partner and the mamodo. 





PpT Target Marker Display (L Button) 



While pressing the L Button, a Target Marker 
will be displayed on your opponent’s mamodo. 
If you tilt the Control Stick Left and Right while 
this Target Marker is being displayed, you can 
change the target. 



fj- Rotate Camera (C Stick Left/Right) * 



If you tilt the C Stick Left and Right, you can 
freely operate the Camera View. 


*lf you stop tilting the C Stick, the camera will 
revert to normal Camera View. 




When you tilt the C Stick Up, it is possible to 
change the camera perspective (1 is automatic 
view, 2 is fixed low-angle, and 3 is fixed high- 
angle). When using (2), the “fixed low-angle” 
and (3), the “fixed high-angle” perspectives, it is 
possible to switch the AUTO function ON/OFF by tilting the C Stick Down. 



(AUTO function: This is the function that automatically locks on to the 
enemy and shows the book that the player drops on screen). 





































































STROnOEST SPELLS 



If you manage to fulfill a certain number of 
conditions in battle, an “S” mark will flash 
next to your spirit energy gauge. While this “S” 
mark is flashing, you will be able to initiate your 
Strongest Spell. 



STROnEEST SPELL lIVTIRTIOn ORDER 

1.Charge Spell Gauge up to 6 

Press and hold the A Button while the “S” mark is 
flashing, charge the spell gauge up to level 6, and 
release the A Button. 



2.Input Strongest Spell Commands 

If you manage to succeed with the actions in (1), the 
Strongest Spell Command will be displayed. These 
must be input in order from left to right within a 
certain period of time. In the event that you do not 
input the Buttons within a certain period of time you 
will be returned to the normal battle screen and the 
“S” mark will disappear. 



3.Strength Detection 

If you manage to input a Strongest Spell Command, 
Strength Detection will be executed. Press the 
Buttons that are displayed one after the other at the 
left side of the screen to raise your attack power. 

*Your opponent will also attempt to raise their defensive 
power. 



4.lnitializing 

When Strength Detection is finished, Strongest Spell 
will initiate and the enemy will sustain damage. The 
amount of damage goes up or down depending on the 
results of Strength Detection. 

*lf you drop the spell book while the “S” mark is 
flashing, this "S" mark will disappear. 

*When you enter the Command Input Screen, you will 
no longer be able to initiate movements other than 
Command Input. 





THE PR USE mEHU 



If you press START/PAUSE in mid-battle, the 
game will be paused and the Pause Menu will be 
displayed on the screen. Use the Control Stick 
or ^Control Pad to move up or down to highlight 
an item and press the A Button to confirm your 
selection. The following items are in the Pause 
Menu: 



*lhe items that are displayed vary depending on the mode being played. 


Continue game 
Back to start of battle 
Quit game 


Resume the game from the pause point. 
Returns player to the beginning of the battle. 
Ends battle and returns player to the 
Mode Select Screen. 


Play again: Return to the beginning of the battle and battle 
once again with your opponent. 

Change Character: Ends battle and returns player to the Character 

Select Screen. This is also “Quit game” in Vs. Mode. 


Throughout the stages, there are objects 
that will be destroyed when they are hit 
with spells. When aiming at these objects, 
match the Target Marker up with the 
object and initiate the spell. There are 
cases in which the player can sustain 
damage from debris as well as cases in 
which items may appear. 

*For the "Easy" level of difficulty, the Target Marker will lock on to 
the opponent mamodo and partner only. 

-.-1-r 



in 1 

If the spell book is dropped the player 
will no longer be able to initiate spells. At 
times like these, have the partner pick up 
the book. Also, it is possible to kick your 
opponent's book, so use this as one of 
your strategies. 


*lt is not possible to pick books up as a mamodo. 

*The spell book does not get dropped when playing in the 
"Easy" level of difficulty. 





















































STORM mODE 



Play as Kiyo and Zatch, and proceed through the game playing back visual scenes and 
battles. In this mode there are 4 additional types of modes that you can play. 


Play as Kiyo and Zatch in proceeding through the 
story. When you select the Main Story and press the 
A Button, three levels of difficulty will be shown on 
the screen (Easy, Normal, and Hard). Select your 
preferred level of difficulty and press the A Button to 
confirm your selection. There are clear conditions for 
each stage, and if these are fulfilled then the stage will be cleared. 

*After the Mamodo Point Distribution Screen the game will be saved. If the game is 
stopped mid-way, it is possible to begin from where the game was last saved. 




This is a mode in which you play as Zatch 
to clear mini games. If you select this game 
and press the A Button a visual scene will 
be shown. After that, a Rules Screen will be 
displayed before the mini game starts, at that 
point press the A Button to begin the game. 
Just like in the Main Story there are clear 
conditions for this game. 




Stage Select 


Here it is possible for you to freely play the stages 
cleared in the Main Story. When you select this mode 
the Stage Select Screen will be displayed, so select 
your preferred stage and level of difficulty. When you 
press the A Button that stage will begin. 

* Scroll through the Stage Select Screen by pressing the L and R Buttons. 


\ 

Starting from a Continue 

It is possible for you to resume playing from a previously saved point in 
the Main Story. 

About Game Over/Continue 

In the event that the clear conditions for the Main Story are not fulfilled, the game 
will be over. When the game ends, the "Back to start of battle” and "Quit game” 
options that are on the Pause Menu (Page 11) will appear. If you select "Back to 
start of battle,” you can play from the beginning of the level. If you select “Quit 
game," you will be returned to the Mode Select Screen. Also, in the event that you 
do not fulfill the clear conditions in "Zatch’s Diary,” this will result in a Time 
Over. If the time is up, then the "Play again” and "Quit game” options will be 
,\ displayed. 

7Z L- 



US. mODE 



In this mode, select one of your favorite characters. For single player, battle with 
CPU, if you are on 2 player, battle with another player. There are 2 types of modes 
that you can play. 



When you select “1 Player," the Character Training 
Data load screen will be shown and a message asking 
if you want to load the game data will appear. If you 
press the A Button and decide whether or not to 
load the data, the Character Select Screen will be 
displayed. Select a character for the player and CPU, 
and then battle stage will be shown at the bottom of the screen. Select favorite 
stage and press the A Button to begin the game. 

If you would like to use a character that you leveled up in the past, select the 
character in the character training data from the window on the lower left corner of 
the Character Select Screen. If you defeat the opponent, you will receive Mamodo 
Points depending on the battle results, (ref. Page 14 "About Battle Result and 
Parameter”) 

*The game will not proceed to the Character Training Data load screen without a 
Nintendo GameCube™ Memory Card. 


2 Player 



When you select “2 Player," the Character Training 
Data load screen will be shown and a message asking 
if you want to load the game data will appear. If you 
press the A Button and decide whether or not to 
load the data, the Character Select Screen will be 
displayed. Select a character for each player, and then 
battle stage will be shown at the bottom of the screen. Select favorite stage and 
press the A Button to begin the game. If you select "2 Player," the game screen will 
be split up into 2 screens. If you are unable to finish the battle before time runs out, 
the player who has more health on the health gauge will win. If both players have 
the same amount of health, the battle will end in a draw. 

‘The game will not proceed to the Character Training Data load screen without a 
Nintendo GameCube™ Memory Card. 



Select Character Training Data 


On Vs. Mode, you can use a leveled up character 
on both 1 Player and 2 Player modes. If you want to 
select the character that you leveled up, move the 
cursor to the lower left window on the Character 
Select Screen, and select the leveled up character. It 
is the saved data with the highlighted star mark. 

About Game Over/Continue 

The battle will be over if your health gauge reaches zero or your health gauge i: 
lower than your opponent’s when time runs out. 

When the battle is over, 

“Play again” or “Quit game” will be displayed from the Pause menu (Page 11). 

Select "Play again” —► You will battle the same enemy. 

Select "Quit game”->“Divide Mamodo Points”(Page 14>->- Character Select Screen 
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If you win a battle in “Main Story” or “Vs. Mode, 
you can get Mamodo Points depending on your 
battle result. On “Main Story,” you can level up 
Zatch and divide Mamodo Points to the selected 
parameter after the battle. On “Vs. Mode" 

(1 Player), you can level up mamodo and divide 
Mamodo Points to the selected parameter when 
you select “Quit game." 



The parameters are divided in the following 7 types: 


Spell Strength: 
Strongest Spell: 
Body Strength: 

Speed: 
Defense Spirit: 
Fighting Spirit: 

Luck: 


power up striking ability to deal more damage to the opponent, 
power up strongest spell to deal more damage to the opponent, 
strengthen mamodo’s body for reducing damage, 
makes mamodo and partner dash and jump together, 
mamodo protects against spells. 

possibility of direct attack will be higher with partner's spell, 
higher possibility for critical hit and more... 


RBOUT RRCRDE mODE 



Start Arcade Mode 


If you select Arcade Mode, the Character Select 
Screen will be displayed. Select one of your favorite 
characters and press the A Button. 



About Victory or Defeat 


To win in this mode, you have to make your opponent’s 
health gauge reach zero. You can continue to battle 
if you defeat the enemy at each stage however you 
can’t save the data. If the health gauge of your character 
reaches zero or time runs out, you must return to the 
Character Select Screen. 

If you clear the Final Stage, the ending footage and 
battle result will be displayed. 



HP BRTTLE 


In this mode, 1 to 4 players can battle together. If you select the 4P Battle, 
2 types of games, “Burn the spell book!” and “Yellowtail snatch!” will 
be displayed. Select your favorite game and press the A Button, then 
the Number of Battle Players Select Screen will be displayed. Select the 
number of players and advance to the Character Select Screen, the Game 
Screen will be displayed when you have selected 4 characters. 

When the Game Screen is displayed, the Item Select screen will be shown. 
Select the item with the Control Stick and press START/PAUSE to begin. 






You can choose 7 types of mini games. If you select your favorite mini game 
and press the A Button, an explanation of the rules will be displayed. If you 
press the A Button on this screen, the game will begin. 


















































O FILLER id 



Gallery Mode has 4 different types of galleries. 


Model Gallery 



You can view graphics of game characters 
on this menu. Select your favorite character 
and press the A Button. If you fulfill certain 
conditions, you will increase the number of 
characters that you can view. 






Stage Gallery 


m 


You can view stages that are used in battle. 
Select your favorite stage and press the 
A Button. You can move Suzy to freely 
explore the stages. 



Visual Gallery 


You can view footage from the game. 
Select your favorite footage and press the 
A Button. 



Sound Gallery 


You can listen to music from the game. 
Select your favorite music and press the A 
Button. 





Option/Password 

Adjust various settings, 

load game data or enter passwords. 



BGM 

SE 

Rumble Feature 
Auto Save 
Load 
Password 


Sound volume for BGM, adjust 1-5 
Sound volume for Sound Effect, adjust 1-5 
Turn Rumble Feature on/off 
Turn auto save on/off 
Load game data 

If you select Password, cursor will move to 
character visual on the next item. Move the 
cursor to the character and press the A Button. 
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CHRRRCTERS Z SPELLS 


2 FITCH t KIHD 


/ 

Zaker 

Sends a bolt of lightning 
from his mouth. 

z 

Rashield 
(Defensive spell) 

Creates a shield that protects 
from others' spells. 

3 

Jikerdor 

Sends a floating ball of energy, which 
magnetizes the opponents. 

N 

Zakeruga 

A more concentrated form of Zaker, a 
which overpowers weaker spells. / 

S 

Rauzaruk 

Reinforces Zatch's strength / j 
& speed. / JT 

STRONGEST 

SPELL 

Bao Zakeruga 

Zatch’s lightning takes the form 
of a huge dragon. 




KDLULU Z LORI 


* 

Zeruk 

Claws suddenly extend for attack. 

Z 

Zerurudo 
(Defensive spell) 

Assumes Defense Status while 
making strange noises. 

3 

Zerusen 

Sends arms flying toward opponent. 

W* 14 

Zerarusen 

Sends multiple claws flying. 

w s 

Geo La Zerudo 

Attacks and Defends by sending 
claws flying out of the ground. 

\ STRONGEST 
\ SPELL 

Raja Zerusen 

Summons a massive arm and attacks. 



FEin Z SEBE 


Wieshir 

(Defensive spell) 


A barrier created from wind, which 
blocks an opponent's attack. 


Oru Wigar 


Sends a slithering pink blast. 


Fein’s spin attack, which propels 
him forward. 


STRONGEST 

SPELL 


Gigano Wigaruga 


A huge tornado is summoned 
through this spell. 


ESHRCS Z SHin 


Eshros crontes cannons from the 
earth that shoot boulders. 


Clayshield 
(Defensive spell) 


This spell creates a shield 
made of earth. 


Claydo 


Traps the opponent in a stretchy, 
mud-like substance. 


Groundgarudo 


Spikes made of earth shoot 
from below. 


Groundcrag 


Eshros shatters the ground around 
him into chunks of earth. 


STRONGEST 


Summons a giant snake 
composed of earthen boulders. 


Wigar 


This spell creates a powerful blast 
of air. 


Yuruk 


Teleports Fein close to the opponent. 


mnRuss z REmBRnnr 


Garon 


Fires metal bars covered in spikes. 


Gashield 
(Defensive spell) 


Spell creates spiked iron poles that 
surround Maruss and block attacks. 


Ganzu Garon 


Maruss shoots many spike-covered 
balls from his hands. 


Ei Garon 


A single spiked ball attached 
to a chain that shoots from 
under ground. 


Darai Garon 


An enormous iron sphere covered in 
•.pikes .ill.ii ks II.. 


Gigano Gnranzu 


This spell summons a huge rotating 
metal drill. 













































































REUCnm t HOSOKBLUn 


Shoots large shards of ice 
toward opponent. 


Gishield 

(Defensive spell) 


Creates a wall of ice that protects 
from opponent's spells. 


Ice shoots from Reycom's mouth to 
immobilize the opponent. 


Gikor Garugo 


Giant icicles erupt from beneath 
the ground. 


Sparks of energy are 
discharged toward the enemy. 


(Defensive spell) 


Two rings of light that 
shield Robnos from 
opponents' spells. 


This is Robnos' laser attack. 


Gigano Bireido 


A powered-up laser 
beam attack. 


Ganzu Biraitsu 


Robnos enables to fire many 
laser shots. 


STRONGEST 

SPELL 


Daibara Biranga 


An enormous being composed 
of light is summoned. 


STRONGEST 

SPELL 


Lagikor Fang 


A great wolf composed of ice is 
summoned to attack. 


ROBnOS $ RURU 


Ganzu Gikor 


A barrage of ice shards are fired from 
Reycom's mouth. 


SUEina e HRRU 


1 

Jugaro 

Three seeds are fired from plants 
toward the opponent. 

2 

Barjuron 
(Defensive spell) 

A tree soldier is summoned to 
protect Sugino. 

1 3 

Juron 

A root bursts from the ground, 
lashing the opponent. 

N 

Ganzu Jugaro 

Numerous seeds are fired in rapid 
succession from a huge plant. 

S 

Dio Jugaro 

Massive plant discharges poison 
at the opponent. 

STRONGEST 

SPELL 

Ra)a Jugaro 

Creates a giant plant that spits 
boulders at the opponent. 
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O 2003,2006 Makoto Raiku / Shogakukan. fool Animation All rights reserved. ZATCH BELL and related characters 
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Games Inc. Mamodo Fury is a trademark of NAMCO HANIIAI (lames America Inc NAMC0 BAN DAI Games Logo is a 
trademark of NAMCO RANDAI Published and Distributed by NAMCO IIANOAI Games America Inc. 

The ratings icon is a registered trademark nl the I ntertalnmeiit Software Association. All other trademarks and 
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“FOLLOW THE UGH! (ZATCH BaL! OPENING THEME)" 

Words and Music by IHORNSTFN LAEWE, GREG PRESTOPINO 
© SONGS OF VIZ ADMINISTERED BY UNIVERSAL MUSIC CORP (ASCAP) 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE 


WARNING: “It is a violation of Federal Copyright Law to synchronize this Video Game with video tape or film, 
or to print the Composition(s) embodied on this Video Game in the form of standard music notation, 
without the express written permission of the copyright owner.” 
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tor the ultimate 
free-moving 3D battle ever! 


STORES HOI/V! 






Cartoon Violence 



Games 


LIVE HELP NOW AVAILABLE ONLINE! 

Ever get stuck and just need that extra edge to beat the level? 

Having problems getting your game to work properly? 

Now you can get one-on-one help from NAMCO BANDAI Games America Inc. 
using your web browser! 

Simply go to livehelp.namco.com for more details. 

Live Counselors available from 9am-5pm Monday Friday Pacific Time. 

NAMCO BANDAI Games America Inc. 

ATTN: Customer Service 
4555 Great America Parkway, Suite 201 
Santa Clara, CA 95054 

Before rnturning any defective materials to us, please contact us for a Return Merchandise 
Authorization (RMA) number. You can reach us at the address above, via e-mail at 
tii|i|»nili( < nomcobandaigames.com or contact us at (408) 235-2222. Please note that any material 
••#•»»« to u* without an RMA number will be refused and returned. We highly recommend th.it you use 
a traceable and / or insured method of shipping the materials to us. 

NAMCO BANDAI Games America Inc. Online: www.namcobandaigames.com 
Visit our Website to get information about our new titles. 


I (MilIII WANHANIY 

NAMCO HANDAI Games America Inc. warrants to the original purchaser that this NAMCO BANDAI Games 
America Inr. game pack shall be free from defects in material and workmanship for a period of ninety (90) 
ilny* from the date of purchase. If a defect covered by this limited warranty occurs during this 90-day limited 
warranty period, NAMCO BANOAI Games America Inc. will repair or replace the defective game pack or 
component part, at its option, free of charge. This limited warranty does not apply if the defects have been 
caused by negligence, accident, unreasonable use, modification, tampering, or any other cause not related to 
defective material or workmanship. 


LIMITATIONS ON WARRANTY 

Any applicable implied warranties of merchantability and fitness for a particular purpose, are hereby 
limited to ninety (90) days from the date of purchase and are subject to the conditions set forth herein. In no 
event shall NAMCO BANDAI Games America Inc. be liable for consequential or incidental damages resulting 
horn the possession or use of this product. The provisions of the limited warranty are valid in the United 
Mates only. Some states do not allow limitations on how long an implied warranty lasts, or exclusion of 
consequential or incidental damages, so the above limitation or exclusion may not apply to you. This limited 
warranty provides you with specific legal rights. You may have other rights which vary from state to state. 
























